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01 Special Issues 22 - 24

As part of the first Special Issue 22 | produced
a small zine giving insights on the history

of pirate radios in the Netherlands and a
kick-start on how to set up your own broad-
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Special Issue 22
Lost Signal: Archive Unzipped

cast. Besides that | worked on the visual de-
sign with Mania and Senka. We produced
posters, flyers and small cards to signal inter-
actions throughout the exhibition.
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01 Special Issues 22 - 24

Loading...

feminist server

1. Pick up a card (and feel free to keep it afterwards).
2. Insert the single word you see in the bar below.
3. Get the printed response and execuite the request.

( touch = >

Definition: Acommand used to create an empty file or

change the timestamp of an already existing one. It is like
opening a file, making no changes and saving it. This can
be useful for backup utilities which typically look at files
that have been opened since the last time the program
was run.

Loading...

feminist server

1. Pick up a card (and feel free to keep it afterwards).
2. Insert the single word you see in the bar below.
3. Get the printed response and execute the request.

( touch =) )

Definition: Acommand used to create an empty file or
change the timestamp of an already existing one. It is like
opening a file, making no changes and saving it. This can
be useful for backup utilities which typically look at files
that have been opened since the last time the program

was run.

Special Issue 23

Peripheral centers and feminist servers

)
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l /shelves u‘l

‘ alessia

SI23

Make sure space is made for you to
exist in a community. You are more
than just a tool, you don't only need
maintenance, but also care, input
and attention to thrive. You should
not just be used, your community
should appreciate you.

/shelves I

alessia

The necessity of the
end.

For our second venue | collaborated with
Anita, Alessia and Maria on “Loading: Femi-
nist Server” a card-browser game that ex-
plores the connection between servers and
its connection to feminist concepts. A card
can be taken, the command entered and the
browser gives an instruction to execute as
well as an interpretation of a feminist con-
cept. Serve and be served as you turn into a

feminist server yourself by playing and inter-
acting with the cards both online and offline.
As we divided tasks | mostly focused on the
welbsite and programming the web-to-print
function which would print the receipt as well
as the design.




01 Special Issues 22 - 24 Special Issue 24
Counter Tourist Information Center

Special Issue 24 which was also our last one focused lic spaces and questioning for whom security cameras
on the city. As | did a previous project on surveillance  are truly designed and whose security they aim to gu-
| wanted to extend and build on previous reading and  arantee. The re-secure camera resulted out of my rese-
writing skills. In a small booklet | focused on writing arch giving a tool that proposes a post-optimal object
about how surveillance is used to imply safety in pub-  to observe yourself.
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02 Practical Skills

Audio, Print, Code
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Broadcast message from mszw@raspberrypi (pts/4) (Tue Sep 19 14:40:49 2023):

sfjdfajhfhfsamfgm

Broadcast message from lorenzo@raspberrypi (pts/9) (Tue Sep 19 14:41:26 2023):

go home ur drunk

Broadcast message from xpub@raspberrypi (ttyl) (Tue Sep 19 14:42:30 2023):

I will do a reboot

Broadcast message from mxrwho@raspberrypi (pts/2) (Tue Sep 19 14:42:37 2023):
ok

Broadcast message from lorenzo@raspberrypi (pts/9) (Tue Sep 19 14:43:11 2023):
no u wont

bernabereit@raspberrypi:~ $
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03 Research Skills Reqding and Writing

Pirate Radio: How to Set Up Your Own Broadcast

A brief history of
pirate radio v

Pirare radio stations are statior
that run without license, E
the internet, e: Iy L|u1111+=

Pirate radio explored genres
besides mainstream music and
provided a platform for local
artists and communities. It was
pivotal to the dissemination of
whole genres, like rock’n'roll in
the 1960s and black music genres
during the 19

For the Netherlands, a country
with a strong and rich pirate r
adition, the first off-shore plmle'
on was Radio Veronica. The

on began broadcasting in 1960.

ed in 1974, when the Dutch
rernment put and end to
shore radio broadcasting.

After the end of off-shore broad-
casting, illegal radio stations
started popping up on land,
driven by discontent with com-
mercial radio.

According to official estimations,
there were about 10 to 60 thous-
and pirate radio stations in the

- Hhr‘rllin:!a n I '”IF vast

In 2003 the Dutch authorities did
eansing’ of the airwaves and,
1 afterwards, a brutal 73% of
e pirate radio stations v
gone. As a result, some pirate
radio makers organized and
hers persis-
2011, about

1980's, pirate radio ’t_-t:_md{.um]]g

spread. Its culture emer-
ged from the love of music, radio
technology and political activism. : - < . : - : : zis s R
Its persecution by the state was B oo ; & B o _ : _ : = " 3 : E:s p l.U-L
relentless: houses were entered, A ' ; ot ; ' ' c h"“"“
and a s were made. But, in an
era when music and resistance
went hand in hand, nothing
deter brave radio makers from
spreading tunes they loved and
ideals they believed in.

]ili{.‘r

Th: l! rm’ [.:me ‘isa JlthLp}lm

the sea. The radio (or "wireless” a
the time) was first used for com-
munication purposes at sea by the
US navy. There was a time when
pirate radio stations took advanta-
ge of v e legislation and were
actually broadcasting off-shore.

How to Set Up
Your Own Broadcast

you finished setting up LL[]

A list of pirate radios FTCCREL 55 S W) ary materials
in the Netherlands - o COstal 55 F ;o — e T

source enthusiasts out Ehcrr_l who
love 1o share their code and
knowledge. As part of the exhibiti-
on some students took the time to

%}-‘_ .I by ; i ' share their code as part of the
/ L7 o _ \ Listen closely installation. Feel

Some Sources

ntem “‘Lif.h d](th] I
and broadcast. Have fun!

1960-1974 Radio Veronica audio tnput

1964 Radio Noordzee ! I
and TV Noordzee N : A— LED
| | How to 1) .- MIC ISten ¢ . .
0 Radio Noordzee & 0 . & 5 free to implement their code in
Internationaal (RNI) S’et up o & indu i”lri_/ i . == your project: : v, 34(8)
1 . : 'F"'iﬂ._l;f{_n'_'_i R - : =
}"ﬂur own : & capacitors S n CRPACILOTS Cu Aiki ia contributo 3al: Pirale
\1-,_‘__.__..-"/ £ g = Radia, Unk]}.. ia. On .URL.:
brﬂﬂdﬂﬂst : ; AN ia switches B This zine is a small pocket guide https:/'en wikipedia.org/wiki/Pira-
RF-02F ) : L, you can take home, By far it is not
K complete and there are more Fopi This zine was published by
{pirate) radio projects in the T Nl B ' Bernadette ger as part of
| : Netherlands as well as all over the JRL: ir F the Special Issue 22 by the master
1988-1989 Radio 819 (before A transmitter, i y : = worlds. Rather, this project aims rate_radio_in_Europe#Netherlands. students of Experimental
E‘C il.kl"l hange Y . > the idea behind Publishing at Piet Zwart Institute,
adio 5 “illegal” b casts. 20

Capital Radio

Radio Delmare
i A te_radio.
Radio Paradijs

1984-1987 Radio Monique

16 pages zine printed on A3 paper



03 Research Skills

Video Surveillance

systems,  especially

video surveills
become an inte t of smart
city infrastructures, These sys
] to control wrban
security and management by pro
: o
ic spaces (Kashef

reness  and
processes con
Visvizi & Troisi,
1. These systems enable cities
1o assess risks, respond to threats

and manage urban activitic
efficiently.

The implementation of video sur
sart ¢ is ne
anee to combat

control v
ring and the organis;

blic events, In Amsterd
Rotterdam, for example, extensive
networks of sur

terns, detect ac
the safety of public events (Jame
son, Richter & Taylor, 20

Re-Secure the Night

n landscape
are often

tructure,
which are supposed to protect us
consist of numerous small
boxes that record dar

©On the outside, the:
inconspicuous objects that blend
unobtrusively into the city

system that
data,

Re-secure proposes  post-of

timal rmative to these non
transps security systems, The
aim is w0 open up a critical dis
course on modern technologies

surveillance and security and to
expand existing perspectives. As
a tool for hacking security came=

sers can move through the

ind monitor themsely
function of the tool and the as

sated  cthic SO

will be documented and reflected
upon in the form of a video docu-
mentar

Surveillance cameras

ly seen as teols that are

on the public for th

are often used by put

ties or private organisations for
monitoring purposes, At the same
time, these systems only work in
one direction and therefore
not used for communication pur
poses, This cres er rela-

terdam, for example, has installed
more than 58,000 ¢
which are ¢ ted to the city
(Command, Control, Commu
nicat Computers, i
Services) facility and
|

lance  infrastrocture
fixed and mobile camers
bread network of s

Counter Reactions

In urban environments around
the we

of public

influenced by patri norms
and structures. Despite advances
in technology urban planning,
many marg ised Jups conti:

he following. several (feminist)
research and projects are prese

~Why Loiter? Women and Risk
on Mumbal Streets” by Shilpa
Phadke, Sameera Khan and
Shilpa Ranade

Shilpa Phadke, Sameera Khan and

tionship betw seeminghy
able ohserver

a1

f-surveillance, therehy
locus of control,

ctive self-empowerment can

an to a lack of security

Questions such as: What data is

collected? Who has acoess

wmation? How is it

iy is to be

shifti

The opaque black boxes in the ci-

tyscape are more than just techni

cal devices; they symbaolise a field

of tension in which the ne {

security must be weighed agai
ght to privacy.

ten presented as solutions to im
prove the resilicnce of cities thar
e able to cope with crises suck
as natural disasters and security
threats. However, this approach
d ised for potentially

Shilpa Ranade challenge the notion
of Mumbai as a safe haven for wo-
men, The book argues that women
in Mumbai face significant obst-
acles that restrict their freedom
public spaces.

At the centre of their argument is
iter = the right to be

fic purpose - which they argue is
a fundamental right for women.
By redesigning publi
clude and respect tt

equality in the urban environmer
{Phadke, Khan, & Ranade, 2011).

Implications

“Throtgh their smart-city marketin
alogy companies

vate a sense of vulnevehility and

o the part of eity
threat of being left

time when mast cities are struggting
to maintain basic services for their

residents” (Monghan, Torin, 2018, p.3)

il implications. For

ple, the wse of surveillanee sys
s in public spaces can lead to

control of citizens

model built into the 3D prin:
i connected 1o a se
video Image

v be view

re are still many

he

Reading and Writing
Re-Secure

freedoms, particularty for m.
ginalised groups {Halpern & Mit
chell, 2023),

Torin Monahan (2018) s how
i surveillance

ASLrUCTL

pulations and activitics and ex
le others, T

nequalities.

such developments
as neutral, it is important to probe
their underlying poli d ask

Built-Up and Installation

are not encrypied. | o Are s
curity cameras
network, For ex;
workshop or th

Content

Intro »re-securas

Surveillance

Srnart Cities - Smart Systems

rveillance
i

Re-Secure
Re-Secure the P
Built-Up end In:

References

Images

kinds of warlds are b
in the nane of eff
growth, ar security.” |
2018, .

The palitical il in

smart city technologies

reaching consequer

not objective; they often

the values and prejudices of those

who develop and deploy them. In

smart cities, surveillance systems

can become tools of neoliberal

government poelicy. where pub-

lic resources are used to support
companies,

~Women In Public Space: Un-
velling the Myth of Protectio-
nism” by Harshit Agrawal

Harshit Agraw

red by Shilpa

of manufacture:

from ,Why Loiter? (2011),
s the struggles

spaces as
ss while perpetuating the
t women need |

deep-rooted
ct wo-

.Counter-Mapping Surveillan-
ca: A Critical Cartography of
Mass Surveillance Technology
After Snowden” by Fernando N.
van der Viist

Fernando N. van der
offers a critical cartog
understand
inologies, _
mapping ships and in-
terdependencies within the sur-
veillance industrial complex,

1 its impac 3
freedom. The work emphasises

Intro »re-secure«

In today's urban landscape, sur
veillance systems are ubiguitous
ed a8 esse

comprehensive

structures, Consis-

wis unobtrusive ca

hese systems

into the urban landscape, At
same time, they have sophistica-
ted data collection and monitoring
mple, extensive
vision (CCTV)

This discrepancy between
f surveillance sys
ndl the subjective feeling
cal questions
s and pur-
pose of these systems.

Re-secure Proposes a post-op
timal counter-proposal to
ansparcnt  security sy
The aim is to open up a cri
tical discourse on modern tech
nologies, surve
and to expand existing p
ves, As a tool for hacking se
cameras, users can move through
the city and monitor themsclves.
The function of the tool and the
associated ethical conscquences
will be documented and reflected
upon in the form of a video docu-

IMediengrappe  Bitndk  (30m)
CETW Mocking = Hocking the
city

mentary.

are covered

general insig
il a surveillance as a sub
aspect, The focus is on the cities
of Rotterdam and Amsterdam. The
second part, Security®, examines
the extent to which these systems
actually contribute to security
and whose security is to be gua
ranteed. Using projects from the
sign and research as

the third section presents the e
secure” project, which seru
the limits of current surve

systems and proposes collective
CMPOWENMENE 45 3 Provoca
wmance to these Bmits,

#eivildisobedience
#piracytarp
veilance #criticalsrmont
#perceivedsurvelionce

#oltaringwithintent

SECURITY

Unsurveilled Safety

illance systems, particularky
, are often touted as csse

plex and sometimes contradict
Ty picture, particularly in terms of
ctually bene from these

ficanthy
s such as Amsterdam and
Rotterdam, many women report
t they still fee fe, especi

v when king alone atr night.
This chapter explores the dicho-

constant surveillance and empha-
sises the importance of ¢

space can be actively and passive-
by utilised and appropristed. Each
illustrates the complexi

5 associated with

and securi

ronment. [n

. Phadke, Khan and

to loiter as a fi
of gender equality
Women in P

1 th

arly women
archal biases in

can lead to securi
do not mect the

The rapid growth of surveillan-
oe infrastructure in cities such as
Amsterdam and Rotterd

lects a ge

use ¢

trol, Communications, Compute
wd Ol F:

lance and rapid incident response

restriet women's freedom by por-
s as inherently

gle, focussing on the
ture of mass surveil-

ies and their im

nd freedom. By

mapping surveillance networks,
van der Vlist emphasises the need
transparency and accountabi-
lity in surveillance practices. Simi-
roup Bitnik's JCCTV

SURVEILLANCE

{Eagle Eve Metworks, 2020) 5i intended benefits of surveillance
milarly, Rorterdam has integrated  and its actual impact on personal
fixed and mebile cameras into its
wider smart city infrastructure
Lo improve st v
| city m ment (lameson,  in Dutch cities has increased sig
Richter & Taylor, 2009 i the last two deca
5, In Amsterdam, the numk
CCTV cameras is currently
wated to be over 38,000 (E

on of CCTV cameras

Despite these
ances, the effect

MNetworks, 2020). The number of

m has also in

shlight in their study  public are ransport |

arveillance technol Diespite th > surveillan-

i sense of surveil oF, SUrveys & H show that

ance, they ofte il to address feel saf
decper social issues,

xample, a survey conduct

and cthical implications of
systems. This interactive
ation encourages reflectic
ndividual security and th

impact of con:
veillanee.

Smart Cities - Smart Systems

Touted as  smart ci , more and
more rehnologies, data

urban problems. Dat:
ly collected and ana

source allocati we public
services and further reduce costs
zi & Troisi, 2021).

Internet of Things (loT)

Anetwork of interconnected devi
e that collect and exchange data
in real time. This includes sensors,

gheidsmonitor found that
% of w Amster
€l s
aight, compared to 68%

In Rotterdam. 40% of wor

reported feeling unsafe in similar

circumstances, shoy

gender  imbal

This persistent
sts that the mere
COTV cameras s not
ldress the

cxamines how smart city initiati
ves, touted as selutions to urk

incqualities. § nee systems

REFERENCES

cameras and smart meters that
monitor evervthing from  traffic
flow to environmental conditions,

Data Analytics

Advanced data processing techni-
ques that anakyse large amounts of
data to derive actionable insights.
This helps with predietive m:
tenance, efficient resource ma
nagement and e me o
making.

Huma n—Compmer Interaction
(Het)

Interfaces and systems that faci-
litate interaction between people
and technology.

From user-friendly mobile applica
Hons [0 interac) hlic kiosks,

tend to prioritise the saf
i sts of affl

ng others
reinforcing existing so
chies. This selective
oe can lead to inc
of marginalised groups, such as
ethnic minorities and sex workers,
without  significantly  improving
security for these groups.

ssumption that more data
leads te better, objective ded
son-making is also challenged by
Jameson et al, (2008), who @
that data is inherently
and &
already mar
emphasises the
nuanced and e e approach
to data management and urban

Wireless Integrated Mesh such as Amsterdam and Rotter
Technology Enhanced (WIMTE)  dam, for example, have sct up
Systems comprehensive surveillaince net-
works to monitor url
blic safety and ma
urnan resources oVer mone
ciently (Halpern & ) 1|

These systems enhance re

connectivity and data stream

support simultaneous data trans-
clicnts and si

ments, such as tl

of extensive CCTV networks and

he i ntation of sensor-t
oe Systems,

balanced appre
account the different  security
ess the shortcomings o wils of all citizens. While surveil-
nee systems, it is crucial improve
snsin the gn securit
and maintain
a collection

importance of Nt in current

lic awareness and engagement in - practices and involving citi

surveillance and implement:

suring that these rillance solutions,

technologics are used p work towards cre
and transg r inchusive urban environment,
to build public trust and ensure

surveillance

The use of CCTV and other sur
rechnologies in smart
wphasises the need for a

RE-SECURE
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52 pages booklet, glue binded, format B5, mixed paper




03 Research Skills Reqding and Writing
Re-Reader

88 pages, glue binded, format B5 extended
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04 Graduation Project

-

“em

»Between Real and Realistic« investigates
how the visual and narrative design of video
games dffects the perception of social reali-
ties — specifically labour and trade unions. In
the format of a lecture performance, insights
into the research are presented as a live
voice over along with in-game video recor-
dings.

The format of the project is a lecture perfor-

mance which is accompanied by two smal-

ler projects: a publication and a video instal-
lation.

Through an in-depth study of the t@pgle-A
game Red Dead Redemption 2, the lecture
demonstrates how the boundaries between

real an alistic become blurred, le at the
samggiime reinforcing hege ' '
tru

s of
labo ggles and political




Within the publication the thesis will be ex- connection to media and social theory can
panded, analysing the representation of la-  be gained. The narratives and gamespaces
bour and trade unions in games as well asin  will be observed with the photography mode
the game industry. A more profound insight  of the games, drawing attention to selected
on different sequences of games and the scenes from the games.

04 Graduation Project

Publication
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Level 03
Realization

Level 97— Realistic
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e

Level 02— Realistic

When [ visil the camp again al a later stage. the camp moved up
200 metres further. AL the previous site, traces of old glass bot-
tles and tins can still be seen on the ground. At the new camp.
however, construction work has heen interrupted and the la-
bourers are hanging around the campfire and in the tents. A lice
way along the stretch of road still to be built, a group of thugs are
hanging out, holding up the work on hehall of Leviticus Corn-
wall, a wealthy businessman and major antagonist in RDR2. As
the mission is not obligatory, [ decline Lhe assignment and spend
30 minutes with the labourers in the camp. In repetitive phrases,
they talk about their work, family or storics they have been told.
Here is an extract of different quotations (withoul repetition):

»ihis @ beautiful day.«

Worker replying: »Yes, very nice outside.«
»Just another of life’s challenges.«
»Somehow all the dans in the neighbour-
hoad give clothing, me and my brother are
not altowed to reopen. Makes no sense«
Worker replying: »Yeah, I heard this be-
fore«

»Not enough women at the hrothels, we
had to wait for two hours.«

»1 haven't heard from my family in many
months. I think the mail's from home has
been stolen.«

Ylhey found a sheriff at the opium house.
He's the hest customenrs

»1 sy one thing abowt my brother. He

always makes friends the law enforcement.
You know what 1 mean?« Worker replying:

»It's happened before, and i will happen
again. I'm sure.

(In Cantonese) »They better pay us. We're
ready to work here.«
»What can one do<«

A man af the general siore refused me
yesterday, accused me of stealing jars from
the town.«

»Have you heard? There’s some bnd man
that come into town recently.« Worker
reacting: »Ah.«

SVery well then.«

»Hard to complain on a day like this.c
Worker: »1 don't notice anymore.« (Guard)
1 saw this hunter bringing a bear (o sell
in town. He killed the whole bear himself.«
Worker reacting: »Ah.«
»Everyone here is so selfish. All hefp a
stranger uniess they are American {00.«
SWell ..«

»Thh ... This place terrible.«
Worker reacting: sAlright.«

(In Cantonese) »I'm going to try and take
advantage of this break, it won't last forev-
er: it never does.«

(In Canfonese) »Now my ass is srarting to
get callousest«

(In Cantonese) »! cannot believe how bored
lTame

(In Cantonese) sDo they want this stupid
train or not? These idiots need fo make up
their minds.c
sHawe you heard? There’s some bad man
that come inte town recently.« Worker
replying: »It happened before, I'm sure.«
SHave you seen 1.ee recently? ! think he re-
ally misses his wife and chifd in the home
country.«

Such is the price of tiving.«

Steel pipe fell on one of the railroad
workers today. May lose arm.«
»Ok.«

»The cattleman drank himself to death the
other day. Must have heen
very thirsty.«

»I'mnot sure if this is a rumor or not, but
They said that Cornwall Raihway and the
Central Union are ina big fight.« Worker
replying: »1 heard this too.¢
»Well my brother told me that more and
more white ladies are coming
to the dan.«

»My brother refuses to find fegitimate
work. He is in the dans again.«
sLaundry owners were sent to hard labour
camp, no papers.«

Unignisation in Vides Gome Devalppment

womor m e VR, e o
of dowe ey WAL [Rary
' Euw

rEARERL, P
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ey e 1 p—

e 5 b=l ik Semoc

»Good weather today.«
Waorker replying: >Better than rain.«

rhe quotes show that the workers have to risk their physical
integrity for little money in order (o feed themselves and their
familics. 'This is excmplificd in »Steel pipe fell on one of the rail-
road workers foday. May lose arm.¢ or in response to »Hard to
complain on a day like this.« (Guard) »I don'i notice anymore.«
(Worker}. It becomes clear that the integrity of the workers is ir-
relevant and is accepted as collateral damage for the completion
of the railway. Hercin lics an interchangeability of the individual
worker as a commodity, labour power.

Historical Context
Historically, the Central Union Railroad Camp is based on the
first transcontinental railroad in the USA which was built he-
tween 1863 and 1869.
The Western part of the transcontinental railroad around Sicira
Nevada was laid by 15,000 to 20,000 Chincse migrants (Shash-
kevich, 2019). Reing paid not even half of the wages as the white

workers. 3.000 Chinese workers went on strike in 1867 demand-
ing equal pay. shorter workdays, and better working conditions.
This work stoppage was the largestlabor action in the country at

that time (Fuchs, 2017).

rhe Central Union Railroad Camp is an aceurate visual rep-
resentation, particularly when compared to historical photo-

lacks suffi.

ent detail to make

references to actual events. The Cantoncse workers are NPCs
working in endless loops of hammering or resting in the camp.
The fragmentary conversations of the NPCs show an awareness
of the exploitative conditions, which is expressed. for example,
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Conclusion

When [ started playing Red Dead Redemption 2. focusing on the
portrayal of labour and trade unions, [ quickly realised that [ was
taking on a different perspective while playing.

Throughout. the (hesis T have investigated how the visual and nar-
rative design of video games affect the perception of social re-
alities - especially in relation to labour and trade unions. The
cxample of Red Dead Redempiion 2 shows how the houndarics
between real and realistic become blurred, enabling reflection
while at the same time reinforcing hegemonic notions.

In »Real« [ have shown that the game mechanics create a set of
1ules that contain implicit rhetoric. This also shapes our percep-
tion of social. political and economic realities by presenting cap-
italist logic as nawral and unchangeable. Here T have extended
the effect of pervasive games to RPCs, as they create a connec:
tion to our real world through increasingly graphically sophis
ticated game worlds as well as narratives that create a depth,
realism and sense of omnipresence. The more seamlessly this
change happens, the more consislent and convincing this game
world appears and the more blurred the boundaries between re-
ality and fiction hecome.

The second level »Realistic«, where | analyse the representa-
tion of labour using the example of the Central Union Railroad
Camp and the mine in Annesburgs, has shown that the NPCs are
portrayed as interchangeable and dispensable. Their value is re-
duced to their Jabour, as tools in the serviee of capital. The con-
versations in the Central Union Railroad Camp show the viilner-
able position of the workers, in which physical and psychological

Level 92— Realistic

{6 analyse the video game, | use qualitative image and vidco in-
terpretation according Lo sociologist Rall Bohnsack (2011). It aims
to decipher the implicit, action-guiding orientations and struc-
tures of meaning in images and videos that go beyond the explic-
it content. The facus is not.on the expli ntent of animage or
video — the swhat¢, but on the way in which something is depict-
ed — the »hows (p. 19-21). This makes action-guiding patterns and
implicit rules visible. To this end, various sclected locations in
Red Dead Redemption 2 are first described and then the implicit
structures of meaning and orientation frameworks that underlie
what is depicted arc worked out.

Displayed as side siories Lo the main plot. or sometimes just by
actively interacting with or through observing NPCs. the pho-
tography mode and screen recordings of the game helps 10 ex-
amine specific scenes and spaces. Thereby the perspective shifts
from a player to an observer. For this [ chose the Central Union
Railroad Camp, which is not mandatory for the main story of the
game, and the town of Annesburg, which is visited along the main
narrative thread. By looking at the main and secondary scenes,
it is possible to compare whether there are ditferences or neg-
ligence in the presentation of work. Anather argument in favour
of the chosen sequences is the wealth of detail for which RDR2
is repeatedly celebrated and which can be tested by examining a
side scene as well as a main scene. On the basis of this, types or
patterns can he formed that reveal similar modes of representa-
tion so that systematic comparisons can be made.

[he image and video material is then analysed in its social and
cultural context in order Lo inderstand its meaning and function
(p. 21-23). Examining game elements as they are represented and
how they work, allows contextualising labour and trade unions
as well as their historic backgroymds.

Qualitative image and video interpretation according to Bohn-
sack focuses primarily on completed video projects, in which the
selected sequences are then analysed for their editing, montage
and conspicuous features in the scenery (p. 176). In the video
game, on the other hand, | move through the scene live and can
anly analyse criteria such as the editing or montage by recording
it afterwards. However, this would lead to the analysis and inter-
pretation of my own recording and away from the interpretation
of the consciously ereated game warld. [ therefore use the meth-
od in a different variant in order to analyse the core, the »how«,
which is also the central component of Bohnsacks method.

Canelusion

injuries are accepted as collateral damage. This representation
reinforces the assumption Lhat workers are powerless against
the forces of capital and that capitalism is an immutable system
that cannot be challenged or changed. Annesburg also shows a
one-sided perspective on women, depicting them primarily in
reproductive activities or prostitution, It falsely reinforces the
narrative that women are not an essential part of the labour mar-
ket This conveys an image of social powetlessness (that is at
s with the historical reality of emancipation movements.
he reproduction of ic values in role-playing games like
Red Dead Redemption 2 ref, the conditions under which video
games are praduced. In the last level »Reatizationg, the paraliels
between the NPCs who work in endless loops and the game de-
velopers, engineers, artists and designers who implement these
games under precarious employment, toxic working conditions
and systematic exploitation become visible. The intangible value
of being part of a video game development is used to logitimise
crunch and present what is actually a collective problem as an
individual one. In constant competition with each other, each
one on their own, the video game becomes a refuge for one's
own powerlessness in the face of the hourgeois-capitalist con-
tradictions of reality. The player trics 1o defend himsell heroical-
ly and yet fights alone.

Video games are more than entertainment — they are eultural
artefacts that shape and reinforce social norms and ideologies.
Highlighting and criticising these issucs leads to understanding
the mechanisms behind them and retlecting on the influence
they have on us. Above all, it helps not. Lo lose onesell in the feel-
ing of powerlessness, but to become aware of this and to seek
changes in the system rather than in the individual. [ think a me-

SO omNipresent. in our sacicty, requires a discourse
that critically scrutinises this and to which [ want to contribute
beyond this work.
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The smagic circle« concept in 1938, initially introduced by Jo-
han Huizinga® and subsequently adapted for application in digital
games by researcher and game designer

(2004). characierizes the game world as a

membrane. This metaphor captures the fluid exchange between
the game and the real world, transforming external elements as
they pass through and affecting the player's perception of both
(- 6)

In connection with hyper-realism in video games, 1 would like to
extend the blurred boundaries between fiction and reality be-
yond the genre of pervasive games Lo video game productions
such as Red Dead Redemption 2. These productions do not fulfill
the necessary criteria Lo cotnt as pervasive games, but they do
have certain features that demonstrate a persuasive character.
Open world games ofter an experience in which the game world
can be explored with a sense of autonomy. BBy approximating
increasingly realistic scenarios such as detailed Hora and fau-
na and human-looking NPCs, an immersive world is created that
appears to be congruent with our reality. At the same time, the
game worlds and narratives touch on themes such as justice, la-
bour and morality, which in themselves cannot necessarily be
seen as pervasive, but create a link to discourses in the real
warld

Role-playing games are not pervasive by definition, however,
their depth, realism, and immersive storytelling can create a per-
ling, making players deeply invested. Their immersive

urages a similar cognitive shift. where players engage

tive and emotional investment, stepping into a se-

miotic domain governed by the game's own logic and structures.
This process mirrors the pervasive game's challenge Lo traditional
notions of the interface, as RPGs also rely on players' ability to
transition between the lifeworld and the constructed reality of
the game. The more seamless this rransition, the more persistent
and convincing the game world becomes, reinforcing the blurred
boundary belween reality and fiction even outside explicitly per-

* Johan Huizinga (1872
=1946) was a Dutch
historian and cultural
philosopher. One of
his key works is Homo
tudens (1938}, in
which he argues that
play is a fundamen=
tal cultural activity

of humans. Huizinga
argues that culture
arises from play and
is characterised by
playtul rules and rit-
Uals. His work contin-
ues to shape discus-
sions about games
in society, education
and the media to this
day.
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04 Graduation Project Lecture Performance

The content of the publication results in a lec-
ture performance that uses in-game recor-
dings and a live voice over as well as me mo-
ving in the physical space to show insights

of the research. The lecture performance will
take place on Friday, 4th July and will additi-
onally be installed as a desktop version in

the workshop of Briennenoord. Using three
screens positioned above each other to re-
semble the three levels of Real, Realistic and
Realization as used in the publication and two
headphones as well as two chairs to have a
concentrated setting to experience the instal-
lation.
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MDF wood board

the three screens will be mounted on with a

along the content. On a big

The desktop lecture takes around 20 minutes
with a timer to show how far the video pro-

Video Installation

tion Project

04 Gradua

frame on the back. The stools w

ising

be painted in the same colour as used in the

video and publication.

gressed and a one minute countdown before stab

the next screening starts.

Subtitles and a voice over help to follow
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04 Graduation P?’O]'ECI' Pros peCtS Throughout the Master programm the idea a 20 minute lecture performance which is an
to do a PhD afterwards grew. | applied to the  additional motivation for this project. Further-

conference “Changing Aesthetics and Socie- more | would like to apply for a PhD position
ty in the Digital Age” in mid September at the in the upcoming year and extend the topic
Antwerp University and got selected to give since | am very much interested in the topic.

University of Antwerp Login ~

#A CENTER FOR EUROPEAN PHILOSOPHY _

Mission and members  Projects and dissertations  Activities  Publications  Partnerships

UAntwerp » Research groups » Center for European Philosophy » Activities

Conference “Changing
Aesthetics and Society in the
Digital Age”

18-19 September 2025, Antwerp University

Activities

Workshop "Phenomenologies of the Imaginary”
Workshop: "The French Connection IIT"

Conference "Changing Aesthetics and Society
in the Digital Age"

Annual meetings
This conference focuses on the changing relationship between art, aesthetics and society in the digital

Summer schools age. It aims to stimulate interaction between scholars and artists from different schools and

Past activities backgrounds. Fourinternationally renowned keynote speakers approach the relationship between art,
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